BDCFF extension for Crazy Dream PC
16-jul-2006 wip (subject to change during developement)
Black sections are taken unchanged from Tim Stridmann's BDCFF proposal v0.32. 
Green sections are new options designed for Crazy Dream PC. 
Grey sections are low priority. They might be implemented in a later version. 

The structure
; A comment line 
[BDCFF] ; BDCFF necessary header 
; Info about BDCFF version, etc. 
Version=cdpc1.0beta1 
[game] 
; game and default cave attributes 

[highscores] 
1 LogicDeLuxe 666666 
2 Prof Knibble 666665 
3 No One 666664 
; Can contain several lines of 
; Rank Name Scores 
; The first rank is listed first, followed by the second etc. 
; Available only in [game] section 
[/highscores] 

[mapcodes] 
; extended codes for map-coded caves, may be absent. 
Length=1        ; The length (1 or 2 characters) of the map-codes. Default value = 1 
; For example, 
.=DIRT 
W=STEELWALL 
; ...etc. If Length = 2 then ..=DIRT, Ws=STEELWALL, etc. 
[/mapcodes] 

[cave] 
; cave data and attributes 
Size=6 5 

[demo] 
; demo data for this cave, all demo may be in one line, i.e. .30uLtf4curCDRr7 etc. 
.30     ; no movement for 30 turns 
u       ; move up one space 
L       ; snap left without moving. ie the fire button was pressed during this move. 
t       ; A true random number decision was true. For instance, this could be required for an amoeba. 
f4      ; The next 4 true random number decisions were false. 
cur     ; combined move up and right. cru is synonymous for that and can be used as well. (Diagonal movement enabled.) 
CDR     ; combined snap down right. CRD is synonymous. 
r7      ; move right 7 spaces 
; etc. 
[/demo] 

[objects] 
; cave objects data, this is absent if cave is map-coded. 
; For example, 
Point=1 1 INBOX 
Line=2 1 2 4 DIAMOND 
Point=4 3 OUTBOX 
<Level=5> 
; Here goes a firefly in level 5 only. 
Point=4 4 FIREFLYl 
</Level> 
[/objects] 

[/cave] 

[cave] 
; next cave, etc. 

[map] 
; a map of a cave, is absent if cave is object-coded. 
; For example, 
WWWWWW 
WXd..W 
W.d..W 
W.d..W 
W.d.PW 
WWWWWW 
[/map] 

[/cave] 

[/game] 

[/BDCFF] 

The Attributes
AcidPropertiesElement to eat, growth propability (default= DIRT 0.03)AltDirtUse the alternativ dirt graphics as done in some C64 implementation as following (May be not used)
in amoeba caves; in slime caves (boleans, defaults= false false)AmoebaGrowthProbAmoeba slow (and fast) growth probability (two or one number, default values = 0.03 and 0.25)AmoebaThresholdThe percentage of the cave the amoeba is allowed to occupy before turning to boulders (number, default = 0.227).AmoebaTimeAmoeba slow growth time (number)AmoebaTypeBD1: Timer starts immediately (even before the cave start signal).
BD2: Timer starts at the first possibility of growing. (default)
1stB: Like BD2, except the timer does not start before the cave start signal.AuthorCave (or game) author (string, for cave default equals game author)BladderPropertiesColides with (default=DUMMY)BiterPropertiesDelay; Element to eat (default=0 DIAMOND)BonusLifeBonus life score (number, default = 500)BonusTimeReward for collecting a clockBorderPropertiesBD1: When elements move to upper or lower border, their delay state become permanent. (default if Levels=5)
PLCK: Like BD1, except that the upper and lower borders aren't scanned at all. (default if Levels=1)
1stB: Upper and lower border are wrapped around. Detection is implemented through copying the opposided lines. Movement is redirected. If the active guy steps off the border, the cave is scrolled to the other side and the game is paused during that time.
perfect: Like 1stB, except the detection is also done through redirection. (Has no line shifting and no side effects)
wraparound: The cave scrolls endlessly instead of back, ie. you won't see any borders.Object-instructions may wraparound as well. If they do, the type must be specified beforehead. In case of BD1 or PLCK, the structures are truncated at the upper and lower borders and line shifted at the side borders.CaveDelayUsed in BoulderDash Construction Kit engine (CaveDelay and FrameTime can not be combined)CaveMaxTimeIf you reach that number by collecting too many clocks, the time overflows to 0. (default=999)CaveSizeDefault cave width and height (two numbers, default values = 40 and 22). Available only in [game] section.CaveTimeCave total times for each level (five - or one - numbers). Available only in [cave] sectionCharsetCharacter set, for example "space" for BD3, default = "original"ColorsCave colors (string, five or less color names. May be not used)DateDate of cave (or game) creating (string, 2002 or 2002-10 or 2002-10-31 format)DescriptionCave (or game) description (string)DiagonalMovementThe guy can move diagonal. (default=false)DiamondsRequiredNumber of diamonds required to successfully finish the cave for each level (five - or one - numbers). Available only in [cave] sectionDiamondValueNumber of points per diamond (two or one numbers, second value is number of bonus points per diamond)DifficultyDifficulty of the game (or level). For info purposesDummyPropertiesCan collect diamonds (boolean), dropped boulder cause penalty (boolean), may be destroyed (boolean). (default values=false false true)
(The dummy is also known as a Voodoo doll)Effectelement1 element2
This applies a Lord Diego-Effect, except it is much more general. There may be several Effect attributes.
Replaces element 1 with element 2 in the effect table.EnemyDirectiondirection [type [time]] (time is a number, default=forward BD1)
direction can be forward or backward
type can beBD1: never change direction
1stB: change direction every time seconds, first change occours at the start signal
CrLi: like 1stB, except the direction does not change at the start signal.FingerprintIs used to validate a demo recording or a highscore table which makes it authentic for competition purposes.
For validating a demo recording, the Fingerprint is placed at the end in the [demo]-section. This is a CRC of the Executable, the demofile (if it is not part of the BDCFF-file) and the [game]-section including all its [cave]-sections. Nested existing other [demo]-sections, [highscore]-section and the Fingerprint itself are excluded from the CRC.
For validating a highscore table, the Fingerprint is placed in the end of the [highscore]-section. This is a CRC of the Executable and the BDCFF-file, but all [demo]-sections are excluded from the CRC.FontsetFont set, for example "space" for BD3, default = "original"FrameTimeDefault=200; 200 ms per frame, ie 5 frames per second. (CaveDelay and FrameTime can not be combined)HatchingDelayThe guy's hatching delay. This is the number of scanning frames inbox will be flashing before the guy's hatching. (number, default=21)InitialBorderInitial border element (element name). This element is used to draw the border. Default is STEELWALLInitialFillInitial fill element (element name). This element is used to fill entire field, except for the border . Default is DIRTInOutBoxTypeBD1: Alternate between full and empty on each appearance (if there is an even number of active In/Outboxes, they won't flash)
1stB: (default) Like BD1, except flashing is enforced by ensuring the first accouring In/Outbox has a different state on each scan.
synchronious: All In/Outboxes have a common state alternating on each scan. This is common behavior in many Boulder Dash Clones.The guy can only appear when its Inbox is in its empty state. Any Inbox in its filled state has to wait to "flash" to its empty state first. Hence the Inbox behavior has influence on the pattern several guys appear.IntermissionIs intermission (boolean, default value = false). Available only in [cave] sectionIntermissionPropertiesCan scroll, immediate bonus life, bonus life when solved (booleans, default values = false true false).IntermissionSizeDefault intermission cave width and height (two numbers, default values = 20 and 12). Available only in [game] sectionLevelsDefault number of levels (number, default = 1). Available only in [game] section<Level=n>n=1..5
All commands in a level section are only executed, when the particular level is played. Available only in [cave] section. Can be placed in the [objects] section.
One possible usage is to restrict a [demo] section to a particular level.LivesInitial number of lives [maximum number of lives] (numbers, default = 3 9). Available only in [game] sectionMagicWallTimeMagic wall milling time (number)MagicWallTypeBD1: (default if Levels=5) when a boulder falls into it, the caves scan restarts from top left. Amoebas beyond that point aren't count. Amoeba can be converted because of this.
BD2: (default if Levels=1) no special timing, does not care about amoeba.
1stBN: like BD2, except timer does not start before the cave start signal (however, the wall can be activated before that point.).
1stBA: like 1stBN, but does convert amoeba (without the BD1 behavior)NameCave (or game) title (string)PenaltyTimeTime discount when a dummy is destroyedPushingBoulderProbProbability normal and with sweet collected. (number [number], default = 0.25, 1.0)RandomFillPseudo-randomly placed elements (four or less pairs of element name and it's probability). This info is used to pseudo-randomly fill entire field. Available only in [cave] section.RandSeedRandom generator seed values for corresponding pseudo-randomly placed elements (five numbers)SelectableIs selectable (boolean, default value = true). Available only in [cave] sectionSizeCurrent cave width and height (two numbers, default values correspond to game info). Available only in [cave] section. Can range from 20 12 up to 128 128.SlimePermeabilitySlime probabilitiy of penetrating (float number, default=1.0)SlimePermeabilityC64Slime permeability C64 style (number, 8 bit all with equal value, default=0)SlimePropertieselement 1 element 2 [element 1 element 2 [...]]
Slime can take element 1 from above and place element 2 under it.
(default=DIAMOND DIAMONDfd BOULDER BOULDERfd)ScrollpropertiesBD1: Scroll per step.
1stB: Follow the first guy in Cave. (default)WWWLink to author's webpage 

Cave Objects
Add=incx incy element1 element2 [backwards]This was used only in BD2.
if backwards is specified, the algorithm works from bottom up.FillRect=x1 y1 x2 y2 element [element2]Filled rectangle of elementsLine=x1 y1 x2 y2 elementLine of elementsMaze=x y seed number_paths_x number_paths_y path_thickness wall_thickness path_element wall_element [type] [replace_element]seed=-1 means totaly random, ie. the cave appears different every time you play.
If replace_element is given, the maze is drawn over this element only, which makes it possible to have mazes in a none rectangular shape.
type can beperfect: a perfect maze (default)
braid: a maze with no dead ends. Pacman style.
unicursal: without any junctions.Map=x1 y1 x2 y2 [element] mapFill a subsection with a map with char codes as in a [map]-section. The map begins in a new line.
If element is given, only draw this element, ie. all other characters are considered background.Point=x y elementSingle element placed on given positionRandomFill=seed element probability [element2 probability2 [element3 probability3 [element4 probability4]]] [element5]Like the RandomFill attribut in the CAVE section.
seed=-1 means totaly random, ie. the cave appears different every time you play.
If element5 is specified, only that element is replaced with the random ones. That way, it is even possible to random place elements on the border or inside a maze.Raster=x y numberx numbery stepx stepy element
Rectangle=x1 y1 x2 y2 elementOutlined rectangle of elements 

Cave Elements and Default Map Codes
	element
	1 char. code
	2 char. code

	SPACE
	 
	 

	DIRT
	.
	..

	WALL
	w
	

	MAGICWALL
	M
	

	OUTBOX
	X
	

	OUTBOXopen
	
	

	HIDDENOUTBOX
	H
	

	HIDDENOUTBOXopen
	
	

	STEELWALL
	W
	

	FIREFLYl
	Q
	ol

	FIREFLYld
	
	

	FIREFLYu
	o
	ou

	FIREFLYud
	
	

	FIREFLYr
	O
	or

	FIREFLYrd
	
	

	FIREFLYd
	q
	od

	FIREFLYdd
	
	

	BOULDER
	r
	rr

	BOULDERd
	
	

	BOULDERf
	 
	rf

	BOULDERfd
	
	

	DIAMOND
	d
	dd

	DIAMONDd
	
	

	DIAMONDf
	 
	df

	DIAMONDfd
	
	

	INBOX
	P
	

	GUYBIRTH1
	
	

	GUYBIRTH2
	
	

	GUYBIRTH3
	
	

	GUYBIRTH4
	
	

	DIAMONDBIRTH1
	
	

	DIAMONDBIRTH2
	
	

	DIAMONDBIRTH3
	
	

	DIAMONDBIRTH4
	
	

	DIAMONDBIRTH5
	
	

	DIAMONDBIRTH6
	
	

	WALLEATABLE
	
	

	HEXPANDINGWALL
	x
	

	HEXPANDINGWALLd
	
	

	VEXPANDINGWALL
	v
	

	VEXPANDINGWALLd
	
	

	EXPANDINGWALL
	V
	

	EXPANDINGWALLd
	
	

	BUTTERFLYd
	c
	bd

	BUTTERFLYdd
	
	

	BUTTERFLYl
	C
	bl

	BUTTERFLYld
	
	

	BUTTERFLYu
	b
	bu

	BUTTERFLYud
	
	

	BUTTERFLYr
	B
	br

	BUTTERFLYrd
	
	

	AMOEBA
	a
	

	AMOEBAd
	
	

	SLIME
	s
	

	ACID
	
	

	ACIDd
	
	

	BOULDERBIRTH1
	
	

	BOULDERBIRTH2
	
	

	BOULDERBIRTH3
	
	

	BOULDERBIRTH4
	
	

	CLOCK
	
	

	CLOCKBIRTH1
	
	

	CLOCKBIRTH2
	
	

	CLOCKBIRTH3
	
	

	CLOCKBIRTH4
	
	

	EXPLOSION1
	
	

	EXPLOSION2
	
	

	EXPLOSION3
	
	

	EXPLOSION4
	
	

	EXPLOSION5
	
	

	EXPLOSION6
	
	

	GUY
	
	

	GUYd
	
	

	GUYBOMB
	
	

	GUYBOMBd
	
	

	GUYGLUED
	
	

	GUYGLUEDd
	
	

	DUMMY
	F
	

	SOKOBANBOX
	
	

	DIAMONDBIRTHamoeba1
	
	

	DIAMONDBIRTHamoeba2
	
	

	DIAMONDBIRTHamoeba3
	
	

	DIAMONDBIRTHamoeba4
	
	

	FALLINGWALL
	
	

	FALLINGWALLd
	
	

	FALLINGWALLf
	
	

	FALLINGWALLfd
	
	

	HEXPANDINGSTEELWALL
	
	

	HEXPANDINGSTEELWALLd
	
	

	VEXPANDINGSTEELWALL
	
	

	VEXPANDINGSTEELWALLd
	
	

	EXPANDINGSTEELWALL
	
	

	EXPANDINGSTEELWALLd
	
	

	STEELWALLDESTRUCTABLE
	
	

	STELLWALLEATABLE
	
	

	BITERSWITCH
	
	

	FIREFLYBUTTERFLYSWITCH
	
	

	EXPANDINGWALLSWITCH
	
	

	T
	
	

	BLADDER
	
	

	BLADDERd1
	
	

	BLADDERd2
	
	

	BLADDERd3
	
	

	BLADDERd4
	
	

	BLADDERd5
	
	

	BLADDERd6
	
	

	BLADDERd8
	
	

	BLADDERd8
	
	

	BLADDERd9
	
	

	BOMB
	
	

	IGNITEDBOMB1
	
	

	IGNITEDBOMB2
	
	

	IGNITEDBOMB3
	
	

	IGNITEDBOMB4
	
	

	IGNITEDBOMB5
	
	

	IGNITEDBOMB6
	
	

	IGNITEDBOMB7
	
	

	BOMBEXPLOSION1
	
	

	BOMBEXPLOSION2
	
	

	BOMBEXPLOSION3
	
	

	BOMBEXPLOSION4
	
	

	SWEET
	
	

	GHOST
	
	

	GHOSTd
	
	

	GHOSTEXPLOSION1
	
	

	GHOSTEXPLOSION2
	
	

	GHOSTEXPLOSION3
	
	

	GHOSTEXPLOSION4
	
	

	GRAVESTONE
	
	

	GLUEDSTONE
	
	

	GLUEDDIAMOND
	
	

	GLUEDDIRT
	
	

	DIAMONDRELEASEKEY
	
	

	TRAPPEDDIAMOND
	
	

	TIMEPENALTY
	
	

	WAITINGBOULDER
	
	

	WAITINGBOULDERd
	
	

	CHASINGBOULDER
	
	

	CHASINGBOULDERd
	
	

	STEELWALLBIRTH1
	
	

	STEELWALLBIRTH2
	
	

	STEELWALLBIRTH3
	
	

	STEELWALLBIRTH4
	
	

	BITERd
	
	

	BITERdd
	
	

	BITERl
	
	

	BITERld
	
	

	BITERu
	
	

	BITERud
	
	

	BITERr
	
	

	BITERrd
	
	

	BOULDERbouncingeffect
	
	

	BOULDERfallingeffect
	
	

	DIAMONDbouncingeffect
	
	

	DIAMONDfallingeffect
	
	

	MAGICWALLbouldereffect
	
	

	MAGICWALLdiamondeffect
	
	

	AMOEBAbouldereffect
	
	

	AMOEBAdiamondeffect
	
	

	BOMBEXPLOSIONeffect
	
	

	FALLINGWALLeffect
	
	


Names ending with "effect" are used by the physic engine. Not to be set directly, but for the effect command. 
Names ending with "l", "r", "u", "d" (except for a succeeding "d") indicating the direction. 
Names ending with "f" (except for a succeeding "d") indicating a falling state. 
Names ending with "d" indicating a delayed state. The delay state is used in order to prevent a second movement during the same scan interval. 
STEELWALLDESTRUCTABLE was also called WALL2 in some BDCFF-files around.

Martijn’s Boulder Dash Fan Site
